MEMORY MACHINE 
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Program Description 


PROGRAM DESCRIPTION 


Memory 
Machine 


STRATEGIES: Whole to part 
Visual association 
Sequence (chaining) 


GRADE: 5th grade to adult 

SUBJECT AREA: Any in which memorization is required 
READING LEVEL: 4th grade 

TIME REQUIRED: 5 - 10 minutes per activity 


Memory Machine, designed for 5th grade to adult, includes four activities requiring 
memory: 


Pictures to Words... Details of a picture must be remembered. 

Words to Pictures... A description of a picture must be remembered. 
Shapes to Words... Aset of shapes must be remembered. 

Words to Shapes .’.. A description of a set of shapes must be remembered. 


The classroom lessons included introduce a variety of memory strategies (chaining, 
whole to part, visual association) which can be effectively used with the software. 
These lessons are written for grades 5 - 8, but can be easily adapted for other levels. 


Instructions on how to use your Apple computer are on pages 66 - 67. 


Program Description 


Pictures to Words and Words to Pictures are color dependent and may present 
a problem for color-blind students. There are two possible solutions: 
1) Acolor-blind student may be paired with one who is not, so that the student 


with normal vision can provide information as needed. 

2) The teacher may use the Change Options (see page 11) to select the 
version for a monochrome monitor. This version- eliminates the 
color-dependent portions of the activities. 


Students begin by selecting the desired activity from the main menu. 
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Hictures to words 


Use arrows to select, then press RETURN. 


Pictures to Words 
Students are first asked to select a level 


of difficulty. Students selecting Level 2 To play, students are shown a picture 
will be shown pictures with more details. and asked to study it. 
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Use arrows to select. then press RETURN. Study the picture, then press RETURN. 


After studying the picture, the students 
are presented with two statements 
and asked to select the statement 
which correctly describes the picture. 
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Use arrous to select, then press RETURN. 


Program Description 


Students are told if their answer is 
correct and then given the option of 
seeing the picture again before 
continuing. 
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RIGHT! 
*S° to see picture. RETURN to 90 on. 


Note: In this program "right" and "left" are always used from the perspective of 


the viewer. 


Following a total of three pictures, each 
with two sets of descriptive statements, a 
score screen appears. 


fl MEMORY MACHIHE 0 


Press RETURN to go on. 


Scores from the score screen can be 
recorded on the Student Record Sheet 
(page 27). 


Program Description 


The Memory Machine operates (crank turns, gauge moves, gears spin, display 
changes, whistle blows) to reward students with perfect scores. 


Words to Pictures 


Words to Pictures begins with students 
selecting a level of play. Students 
selecting Level 1 will be shown simpler 


descriptions. 
if ! 


aaa 
Level? 
i 7 2 & zm 


TITIRAIGnUCOHaLsen Ore teene en ralLeeneOuimvontiistteceataianeseumiasananereoana 
Use arrous to select. then press RETURN. 


Next, students are shown three 
statements that describe a picture or 
an object in a picture. They are asked 


to study the description. 
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Study the description then press RETURN. 


Program Description 


Students are then shown two pictures Students are told if their answer is 
and asked to select the one that fits correct and given the option of seeing 
the description. the description again before continuing. 
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Wrong. 
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Use arrous to select, then press RETURN. 


After students have identified the pictures for 6 different descriptions, a score screen is 
shown. Scores from the score screen can be recorded on the Student Record Sheet 
(page 27). The Memory Machine operates (whistles, etc.) to reward students with 
perfect scores. 
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Press RETURN to 90 on. 


Shapes to Words 


Shapes to Words begins with the 
students selecting from three levels 
of difficulty. Level 1 contains three 
shapes, Level 2 contains four shapes 
and Level 3 contains either three or 
four shapes, but includes more 
complex statements. 
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Use arrous to select, then press RETURN. 


Students are then shown two 
statements and asked to select the 
one that describes the shapes. 


Use arrows to select. then press RETURN. 


Program Description 


Next, students are shown a set of 
geometric shapes and asked to study 
them. ‘(Students must study not only 
the shapes but also their positions in 
relation to one another.) 


Study the shapes, then press RETURN. 


Students are told if their answer is 
correct and given the option of seeing 
the shapes again before continuing. 
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*S" to see shapees CHT TURN to 90 on. 


Program Description 


After a total of 3 sets of shapes, each with two sets of descriptive statements, a score 
screen is shown. Scores from the score screen can be recorded on the Student 
Record Sheet (page 27). The Memory Machine operates (whistles, etc.) if students 
have a perfect score. 
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Press RETURN to 90 on. 


Words to Shapes 


Words to Shapes has three levels of 
play. Play begins with the student 
studying statements that describe 


a set of geometric shapes. In the higher After studying the description, students 
levels, more shapes are used and the are asked to select the correct set of 
statements are more complex. shapes. 
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Use arrous to select, then press RETURN. 


Program Description 


After selecting the shapes for 5 different 
descriptions, students are shown a 
score screen. Scores from the score 


Students are told if their answer is screen can be recorded on the Student 
correct and given the option of Record Sheet (page 27). The Memory 

seeing the description again Machine operates ( whistles, etc.) when 
before continuing. students have perfect scores. 
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RIGHT! Press RETURN to 90 on. 
*"S* to see description. RETURN to 90 on. 


Note: You may exit the game and return to the main menu at any time by 
holding down the Control key while you press "E.” 
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CHANGE OPTIONS 


The Change Options menu is accessed by holding down the Control Key and typing 
"T" while the menu is being displayed. 
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[ Change Opt ions} : 
witch Sound 
currently off 


Switch Display 
currently Color 


Color test 


Return to menu 


Use arrows to select. then press RETURN. 


Switch sound - You can turn the sound off or on. 


Display - You can set the disk to be used with a color monitor or a monochrome 
(black-and-white or green screen) monitor. If you select a monochrome 
r:<.nitor, color-dependent descriptive statements will be eliminated. 

This affects only Pictures to Words and Words to Pictures. 


Color test - You can use the color test samples to adjust the colors on your color 
monitor. 
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